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Upon selection of one of the games by the player as
determined at block 208, the main controller 100 may cause
one of a number of game routines to be performed to allow
the selected game to be played. For example, the game
routines could include a video poker routine 210, a video
blackjack routine 220, a slots routine 230, a video keno
routine 240, and a video bingo routine 250. At block 208, if
no game selection is made within a given period of time, the
operation may branch back to block 202.

[0064] After one of the routines 210, 220, 230, 240, 250
has been performed to allow the player to play one of the
games, block 260 may be utilized to determine whether the
player wishes to terminate play on the gaming unit 20 or to
select another game. If the player wishes to stop playing the
gaming unit 20, which wish may be expressed, for example,
by selecting a “Cash Out” button, the main controller 100
may dispense value to the player at block 262 based on the
outcome of the game(s) played by the player. The operation
may then return to block 202. If the player did not wish to
quit as determined at block 260, the routine may return to
block 208 where the game-selection display may again be
generated to allow the player to select another game.

[0065] 1t should be noted that although five gaming rou-
tines are shown in FIG. 4, a different number of routines
could be included to allow play of a different number of
games. The gaming unit 20 may also be programmed to
allow play of different games.

[0066] FIG. 5 is a flowchart of an alternative main oper-
ating routine 300 that may be stored in the memory of the
main controller 100. The main routine 300 may be utilized
for gaming units 20 that are designed to allow play of only
a single game or single type of game. Referring to FIG. §,
the main routine 300 may begin operation at block 302
during which an attraction sequence may be performed in an
attempt to induce a potential player in a casino to play the
gaming unit 20. The attraction sequence may include dis-
playing images via the primary display unit 84 and/or
causing one or more sound segments, such as voice or
music, to be generated via the speakers 62.

[0067] During performance of the attraction sequence, if a
potential player makes any input to the gaming unit 20 as
determined at block 304, the attraction sequence may be
terminated and a game display may be generated on the
primary display unit 84 at block 306. The game display
generated at block 306 may include, for example, an image
of the casino game that may be played on the gaming unit
20 and/or a visual message to prompt the player to deposit
value into the gaming unit 20. In gaming machines that
include a mechanical display (e.g., mechanical reels), block
306 may be omitted. At block 308, the gaming unit 20 may
determine if the player requested information concerning the
game, in which case the requested information may be
displayed at block 310. Block 312 may be used to determine
if the player requested initiation of a game, in which case a
game routine 320 may be performed. The game routine 320
could be any one of the game routines disclosed herein, such
as one of the five game routines 210, 220, 230, 240, 250, or
another game routine.

[0068] After the routine 320 has been performed to allow
the player to play the game, block 322 may be utilized to
determine whether the player wishes to terminate play on the
gaming unit 20. If the player wishes to stop playing the

Dec. 30, 2004

gaming unit 20, which wish may be expressed, for example,
by selecting a “Cash Out” button, the main controller 100
may dispense value to the player at block 324 based on the
outcome of the game(s) played by the player. The operation
may then return to block 302. If the player did not wish to
quit as determined at block 322, the operation may return to
block 308.

Video Poker

[0069] FIG. 6 is an exemplary display 350 that may be
shown on the primary display unit 84 during performance of
the video poker routine 210 shown schematically in FIG. 4.
Referring to FIG. 6, the display 350 may include video
images 352 of a plurality of playing cards representing the
player’s hand, such as five cards. To allow the player to
control the play of the video poker game, a plurality of
player-selectable buttons may be displayed. The buttons
may include a “Hold” button 354 disposed directly below
each of the playing card images 352, a “Cash Out” button
356, a “See Pays” button 358, a “Bet One Credit” button
360, a “Bet Max Credits” button 362, and a “Deal/Draw”
button 364. The display 350 may also include an area 366 in
which the number of remaining credits or value is displayed.
If the display unit 70 is provided with a touch-sensitive
screen, the buttons 354, 356, 358, 360, 362, 364 may form
part of the video display 350. Alternatively, one or more of
those buttons may be provided as part of a control panel that
is provided separately from the display unit 70.

[0070] FIG. 8 is a flowchart of the video poker routine 210
shown schematically in FIG. 4. Referring to FIG. 8, at block
370, the routine may determine whether the player has
requested payout information, such as by activating the “See
Pays™ button 358, in which case at block 372 the routine may
cause one or more pay tables to be displayed on the primary
display unit 84. At block 374, the routine may determine
whether the player has made a bet, such as by pressing the
“Bet One Credit” button 360, in which case at block 376 bet
data corresponding to the bet made by the player may be
stored in the memory of the main controller 100. At block
378, the routine may determine whether the player has
pressed the “Bet Max Credits” button 362, in which case at
block 380 bet data corresponding to the maximum allowable
bet may be stored in the memory of the main controller 100.

[0071] At block 382, the routine may determine if the
player desires a new hand to be dealt, which may be
determined by detecting if the “Deal/Draw” button 364 was
activated after a wager was made. In that case, at block 384
a video poker hand may be “dealt” by causing the primary
display unit 84 to generate the playing card images 352.
After the hand is dealt, at block 386 the routine may
determine if any of the “Hold” buttons 354 have been
activated by the player, in which case data regarding which
of the playing card images 352 are to be “held” may be
stored in the main controller 100 at block 388. If the
“Deal/Draw” button 364 is activated again as determined at
block 390, each of the playing card images 352 that was not
“held” may be caused to disappear from the video display
350 and to be replaced by a new,. randomly selected, playing
card image 352 at block 392.

[0072] At block 394, the routine may determine whether
the poker hand represented by the playing card images 352
currently displayed is a winner. That determination may be



